WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS BOOKLET INCLUDED 
WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE SYSTEM, 
GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT SAFETY 
INFORMATION. 


IMPORTANT SAFETY INFORMATION - READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWARNING - Seizures 


Some people (about 1 in 4000) may have seizures or black outs triggered by light flashes, such as while watching TV or 
playing video games, even if they have never had a seizure before. 


Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult a 
doctor before playing a video game. 


Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child have 
any of the following symptoms: 

Convulsions Eye or muscle twitching Loss of awareness 

Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


AWARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. Follow these instructions to avoid 
problems such as Tendonitis, Carpal Tunnel Syndrome or skin irritation: 
* Take a 10 to 15 minute break every hour, even if you don't think you need it. 
* If your hands, wrists or arms become tired or sore while playing, stop and 
rest them for several hours before playing again. 
* If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


AWWARNING - Battery Leakage 


Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs, 
thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries may 
make popping sounds. 

To avoid battery leakage: 

* Do not mix used and new batteries (replace all batteries at the same time). 

* Do not mix alkaline and carbon zinc batteries. 

¢ Do not mix different brands of batteries. 

¢ Do not use nickel cadmium batteries. 

* Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may 
become dim, the game sounds may become weak, or the display screen may be blank. When this happens, 
promptly replace all used batteries with new batteries. 

* Do not leave batteries in the Game Boy or accessory for long periods of non-use. 

* Do not leave the power switch on after the batteries have lost their charge. When you finish using the 
Game Boy, always slide the power switch OFF. 

* Do not recharge the batteries. 

* Do not put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the 
correct directions. Insert the negative end first. When removing batteries, remove the positive end first. 

¢ Do not dispose of batteries in a fire. 


CARTOON VIOLENCE 


THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT 
SOFTWARE RATING BOARD. FOR INFORMATION ABOUT 


THE ESRB RATING, ORTO COMMENT ABOUT THE 


APPROPRIATENESS OFTHE RATING, PLEASE CONTACT 


THE ESRB AT 1-800-771-3772, OR VISIT 
WWW.ESRB.ORG. 


LICENSED BY 


NINTENDO, GAME BOY, GAME BOY ADVANCE 
ANDTHE OFFICIAL SEAL ARE TRADEMARKS OF 
NINTENDO 


© 2001 NINTENDO. ALL RIGHTS RESERVED. 


Official 


Seal of Quality 


THIS OFFICIAL SEAL IS YOUR ASSURANCE THAT NINTENDO 
HAS APPROVED THE QUALITY OF THIS PRODUCT. ALWAYS 
LOOK FOR THIS SEAL WHEN BUYING GAMES AND 
ACCESSORIES TO ENSURE COMPLETE COMPATIBILITY. 
LICENSED BY SALE FOR USE ONLY WITH OTHER AUTHORIZED 
PRODUCTS BEARING THE sre NINTENDO SEAL OF 
QUALITY. 


THIS GAME PAK INCLUDES A MULTI-PLAYER MODE 
(}-- WHICH REQUIRES A GAME BOY® ADVANCE 
GAME LINK® CABLE. 


Aa 


THIS GAME PAK WILL WORK ONLY WITH THE 
GAME BOY® ADVANCE VIDEO GAME SYSTEM. 
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PROLOGUE | | 


Some of the mightiest Dragon Ball Z° warriors of 
DBZ° fighting game for the Game Boy® Advan 
fighting power — your battle is about to begin. — 


Battle as Goku®, Gohan®, Krillin®, Android 16", Android 18”, Cell”, Frieza®, 
Vegeta®, Broly” (the Legendary Super Saiyan), Buu", Nappa”, Gotenks™, Raditz™ and 
Trunks®. Choose from a variety of melee and energy attacks. Learn high-powered combo 
moves, and charge up to execute Super Moves. For a break in the battle, enter Sky Battle 
mode and button mash your way to victory. Play against the computer, or match wits with a 
friend via the Nintendo Game Boy® Advance Game Link® cable. 


me have come together in the first-ever 
0 get ready to experience unfathomable 


~ 


Dragon Ball Z®: Taiketsu™ features one-player and multiplayer fighting modes, including 
Tournament, Endurance, Time Challenge, Sparring and Versus modes. There are additional 
secret modes that can be unlocked only after earning enough Z Points. 


Earn Z Points to unlock character portraits, biographies, music for the jukebox, special bonus 
settings and more! You accumulate Z Points by fighting your way through battles. Unlock all 
features of the game faster than your friends to really show off! 


GETTING STARTED 


+1. Switch the Nintendo® Game Boy® Advance FF. Never insert or remove a Game Pak 
while the Game Boy Advance is ON. 


2. Insert the Dragon Ball Z: Tai 
firmly to ensure the Game P 


3. Switch the Game Boy Advance ON. The title screen should appear. If the title screen fails to 
appear, return to step 1. 


4. At the title screen, press START to begin the game. Next, make a selection from the Main 
Menu by using the +Control Pad to move the cursor up or down and press the A Button 
to select. Press the B Button to return to the previous menu. 


Note: For multiplayer games, link two Game Boy Advance systems (each with a Dragon Ball 
Z: Taiketsu Game Pak) via a Game Boy® Advance Game Link® cable. See “Two-player Game” 
on page 17 for details. 


GAME CONTROLS 


Use the +Control Pad to move Left and Right, j 
Pad away from your opponent to block and th 
Standard moves are listed on the y | page 


p or crouch down. Press the +Control 
utton + R Button to build up Ki. 


L Button 
+ Control Pad 


START 
SELECT 


YY AMET LE PB 


Action 
Light Kick 


Control 
A Button 


B Button Light Punch 
+Control Pad < Move left/Block 
+Control Pad > Move right 
+Control Pad A Jump 
+Control Pad W Crouch 

L Button Heavy Punch 
R Button Heavy Kick 
START Pause 
SELECT Taunt 


L Button + R Button 


Build up Ki 


Basic Fighting Moves 


Control 


+Control Pad W, +Control Pc 
+Control Pad »+ B Butto 


+Control Pad W +B Button 
+Control Pad toward opponent + B Button 
+Control Pad W +B Button 
+Control Pad away from opponent + L Button 


+Control Pad away from opponent + A Button 
+Control Pad W+ A Button 


+Control Pad away from opponent 
(when opponent is being aggressive) 


” aan 


Action 
Ki Blast 


Low Punch 


Uppercut 
Back hand Punch 
Roundhouse Kick 


Leg Sweep 


Or 
ya 
a 


Control 


+Control Pad W +< Low Block 
L Button + +Control Pac 
B Button (in air) 
A Button (in air) 
L Button + R Button 


+Control Pad away from opponent 
+ B Button (when close) 


+Control Pad W, +Control Pad W 
+Control Pad A +B Button 


pwarr d opponent (when close) 


Jump Punch 
Jump Kick 


Unique Melee Attack 


Sky Battle 


a ly ff" 7 


Combos 
Each character has numerous powerful combo move 
memorized and executed precisely. The list of co 
You won't find the combo moves listed in the 
yourself by playing the game. 


Sky Battle y 4 
A Sky Battle begins when one player uses the Sky Battle move. When-a player tries to initiate 
Sky Battle mode, he will fly up onto the air, off the screen. An arrow appears showing the 
player’s location in the air. The player can then try to align himself above the opponent by 
pressing the +Control Pad <q and P. After a few seconds, the player crashes back down 
on to the screen. If he hits the opponent, the opponent takes damage. 


e exact sequence must be 
moves is unique to each character. 
al; you've got to figure them out for 


If the opponent also initiates Sky Battle mode while the player is still in the air, Sky Battle 
mode begins. Both players must mash all the buttons as fast as possible. The first person to 
fill their side of the meter wins, knocking the loser back to the ground. 


(hhh 


MAIN MENU 
One Player 


Begin a one-player game. See “One-player 
Game” on page 16 for details. f 


Multiplayer ‘if 
Begin a multiplayer game. See “Multiplayer 
Game” on page 17 for details. 
Options 

Adjust gameplay settings. See “Options”on page 12 for details. 


Z-Store 


Buy upgrades or goodies with Z Points earned during the game. See “Z-Store” on page 13 
for details. 


OPTIONS 


The game options allow you to customize 
certain settings. You can toggle the sound and 
music ON / OFF. The game data can be 

erased. (WARNING: All saved ga i ] 

scores, Z Points and saved options CRE DNS. aes 
erased!). The Settings menu, high-score 


records and Credits are also accessed from the 
Options menu. 


Settings 
You can adjust several gameplay settings in the game’s Settings menu. The more difficult 
settings allow you to earn Z Points more quickly. The Game Settings appear below: 


Diff: Choose from Easy, Medium or Hard difficulty levels. 
Time: Choose a 30-, 60-, 99-second, infinte match. 
Health: Choose whether players start with 50 or 100 Health points. 


CY SEF) f Lae 
Blocks: Turn Block ON/OFF tg | A 
Rounds: Choose 1, 3, 5 or 7 rounds per matc L; 

Default: Sets all settings back to their original presets. 


ZSTORE ts 


Z Points — the currency of the game — can 
be gained by playing the game. All game modes 
will earn you Z Points. In multiplayer mode, the 
same amount of Z Points is given to both 
players. The number of Z Points awarded is 
determined by taking into account how far you 
progress through the game, how many Super 
Moves you performed, and the level of difficulty (in Tournament mode). 


Buy 


Points can be used at the Z-Store within the game. Use your Z Points to unlock these ex 


Bios 

Once you accumulate enough Z Points, you can 
buy biographies for each of the playable charac- 
ters. Each bio includes facts and a portrait of the 
character. 


(CoKU 


Image Gallery 
Unlock all of the images from the series and 
MAGE access them here in the Image Gallery. 


Mile. 
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Jukebox 
Songs from the game can be played from the 
Jukebox screen. 


Bonus Settings 
The Bonus settings can be unlocked with Z Points 
at the Z-Store. Bonus settings ne 

control over game difficulty levels, allowing you 


to earn Z Points even faster, or allowing for 
extremely challenging fighting matches. 


Bonus Modes 

Several special Bonus modes can be unlocked with Z Points at the Z-Store. Bonus modes are 
added into the one-player and two-player menus, and once unlocked, can be accessed like 
normal game modes 


ONE-PLAYER GAME 


There are four normal one-player fighting modes 
normal one-player fighting modes are: 


Tournament 7, 
Fight through six rounds, the sub-boss 
round is more difficult than the last. 
characters. 


Endurance 

An extreme challenge, the goal is to make it through as many opponents as possible. Fight a 
random sequence of characters one after another. In Endurance mode, you don’t gain back 
any health lost during the last battle. At the end of the game, the number of opponents 
survived will be recorded, along with your initials. A chart will show all previous attempts in 
a list, ordered with the best attempt at the top. 


Time Challenge 
Fight through six rounds, the sub-boss, and the final boss in an attempt to beat the game as 
fast as possible. A chart will show all previous times and will save your initials. 


he final boss to beat the game. Each successive 
leting a tournament can unlock additional 


4s 
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Sparring 


Practice moves, combos, frenzy fighting and Super Moves against any unlocked character. 


MULTIPLAYER G 
LINKING GAME BO) ANCE SYSTEMS 


Switch OFF both Game Boy Advance systems before 
connecting the Game Boy Advance Game Link cable. 
Link the Game Link cable to each of the systems. 
Insert a Dragon Ball Z: Taiketsu Game Pak into both 
systems. Switch both systems ON. 


MULTIPLAYER GAME 


Versus Tournament 
Two players link up their Game Boy Advance systems, 
battle each other. Players can fight in any arena 
mode, a scoreboard shows each player's wins. 


There is also an additional secret Ail mode. 
, 


CHARACTER SELECTION SCREEN 


Once you have chosen a game mode, the char- 
acter selection appears. Use the +Control Pad 
to highlight the desired character. The currently 
highlighted character will appear on the side of 
the screen. Press the B Button to select the 
character. 


roth with a copy of the game, and 
cked by either player. While in Versus 


STATUS BAR 


The status bar is located on the top of the 
display and shows the status of each fighter. 


The top red bar indicates player health. When 
health is depleted, the round is lost. The amount 
of health depleted from a blow depends on how 
powerful the move is. More powerful attacks 
cause the health of the opponent to decrease 
more rapidly. 


The center yellow bar indicates the block meter. A player may block opponent attacks, 

but only for a few seconds. Once the block meter runs out, the block defense is no longer 
available. The block meter will recharge slowly over time so that the block move will become 
available a few moments later. 


The bottom bar indicates charge level. The Super Move available to your character is based on / 
the charge level. F . 
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SAVING AND LOADING 


Your game will be saved automatically. Loading 
previously saved games happens automatically. 
Before the character selection screen, a load 
screen will appear. Move the +Control Pad to 
highlight a previously saved game, and you will 
be taken back to the last match you won. To 
erase a previously saved game, choose “New 
Game” to the right of the previously saved 
game. You can then choose a character to begin 
the tournament. Games can also be stored in 
empty slots by scrolling down to the next 
available empty slot. 


HINTS AND TIPS 


Keep an eye on the block meter. Once the blo 
defense against attack. 


Super Moves are more powerful 
whenever possible. 


er has run out, you will lose your best 
ar melee attacks. Try charging up to the next level 


Be cautious while charging; you are vulnerable to attack. 


When choosing not to enter Sky Fighting mode, keep an eye out.so the enemy doesn’t come 
crashing down on you. 


(hi-Chi” reminds you not to neglect your studies and to eat your vegetables. 
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ATARI WEB SITES 


To get the most out of your new game, visit us at: 


http://www. 
To send e-cards to your friends, download wallpapers, or get access to other free stuff, visit 
our Freebies section at: 4 


www.us.atari.com /freebies 


If you would like to chat with other gamers, as well as developers, visit our Community Forum 
area at: 


www.ataricommunity.com 
Kids, check with your parent or guardian before visiting any web site. 


Chat Messages: Atari does not monitor, control, endorse, or accept responsibility for the con- 
tent of chat messages. You are strongly encouraged not to give out identity or other person- 
al information through chat message transmissions. Kids, check with your parent or guardian 
if you are concerned about any chat you receive. 


Use of Atari web sites is subject to terms and conditions, which you can access at: 
www.us.atari.com/terms_of_service.asp 


—_ ————— a 
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US. & CANADA] 


ari products is generally available 24 hours a 


TECHNICAL SUPPORT 
Help Via the Internet 


Up-to-the-minute technical information abo 
day, 7 days a week via the Internet at: 


http: / /www.atarisupport.com 


Through this site you'll have access to our FAQ (Frequently Asked. Questions) documents, our 
Hints /Cheat Codes if they're available, and an E-Mail area where you can get help and 
ask questions if you do not find your answers within the FAQ. 


Note: In the event we must send you a Hint Sheet, FAQ document, patch or update disc via 
E-mail, we may require verifiable consent from a parent or ies in order to protect chil- 
dren's privacy and safety online. Consent Forms are available at the web site listed above. 


Help Via the Telephone in the United States & Canada 


For phone assistance, call Atari Technical Support at (425) 951-7110. Our 
Interactive Voice Response system is generally available 24/7, providing automated 
support solutions immediately. 
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es information such as game- 
Code combination keys, and instructions 
vels (if these type of items exist and are 


This console-based product has automated support, whi 
play tips, information on Control Keys, possible Ch 

r finding secret screens and/or additional ga 
made available for this particular product). 


Great News! We've improved our Au 

Troubleshooting bad more quickly. hie eed to do is enter the product's Part # when 
prompted to do so. This will take you directly to all of our known issues and solutions for this 
title. The product’s Part # is located in several places (on the CD label, Game Pak, package 
and/or plastic disc case, if applicable) and is usually identified by a number such as 04- 
12345. When prompted by the Automated System, enter the last five digits of your prod- 
uct’s Part #. (For example, Part # 04-12345 would require that you enter the “12345” por- 
tion of the number for that product.) Note: Some products simply feature a five-digit Part # 
without an “04-” prefix. 


Live support is generally available Monday through Friday, 8:00 AM until 6:00 PM (Pacific 
Time). Note: We may be closed on major holidays. 


ystems so that you can get product-s ecific 
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Product Return Procedures in the United States & Canada 


In the event our technicians at (25) 951-7110 determine that you need to forward m 
rials directly to us, please include a brief letter explaining what is enclosed and why. M 


a 


| Number (RMA#) supplied to you by 
: we need to call you. You will receive the 
e RMA#. Any materials not containing this 


If our technicians determine that the product storage medium is found to be defective within 


ninety (90) days of original purchase, (unless otherwise provided by applicable law), Atari will 


replace the item free of charge, to the original purchaser, if the item is accompanied by the 
original dated receipt and packaging. 


oe 


ff 
www, nde agonbaliz.c com eo 


Goku and Vegeta’s struggle to invent 
a plan to stop Majin Buu’s insatiable 
appetite for chaos has led them to only 
one conclusion... Fusion! But is a fighter 
with the combined strengths of the 
two heroes enough to destroy all the 
powerful Buu? 


First appearance of Evil Buu, All-New Majin Buu and Super Buu 
Over 420 minutes of action packed Fusion excitement 


2003 BIRD STUDIO SHUEISHA, TOE! ANIMATION. © 1989 TOE! ANIMATION CO., LTD. Licensed by FUNimation © Productions 
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END-USER LICENSE AGREEMENT 


IMPORTANT — READ CAREFULLY: Please be sure to carefully read and understand all of the rights and 
restrictions described in this End-User License Agreement (“EULA”). 


AGREEMENT 

This document is an agreement between you and Atari, Inc. and its affiliated companies (“Company”). The 
enclosed software game disc(s), cartridge or Game Pak (“Software”) and any accompanying printed materi- 
als are licensed to you only on the condition that you accept all of the terms contained in this EULA. 


By opening this package and installing or otherwise using the Software you agree to be bound by the terms 
of this EULA. If you do not agree to the terms of this EULA you may not install or use the Software and with- 
in 15 days of purchase you must call the Tech Support telephone number listed in the manual accompany- 
ing the Software (the “Manual”). Select the Automated Phone System's Main Menu option for Consumer 
Services and follow the prompts. 


You will be given a Return Merchandise Authorization number (RMA #) by the technician. You then have 15 
days from the date of this contact to return the Software in its protective covering, the Manual and the origi- 
nal sales invoice to the address supplied to you. 


If this is a PC product, when you install the Software you will be asked to review and either accept or not 
accept the terms of the EULA by clicking the “I Accept” button. By clicking the “I Accept” button you acknowl- 
edge that you have read the EULA, understand it and agree to be bound by its terms and conditions. 


COPYRIGHT 

The Software is protected by copyright laws and international copyright treaties, as well as other intellectual 
property laws and treaties. All title and copyrights in and to the Software (including but not limited to any 
images, photographs, animations, video, music, text and “applets” incorporated into the Software) and any 
printed materials accompanying the Software are owned by the Company or its Licensors. 


GRANT OF LICENSE 

The Software is licensed and not sold to you and its use is subject to this EULA. The Company grants you 
a limited, personal, non-exclusive license to use the Software in the manner described in the user docu- 
mentation. The Company reserves all rights not expressly granted to you in this EULA. 


PERMITTED USES 
1. If the Software is configured for loading on a hard drive, you may install and use the Software on a sin- 
gle computer. 


2. You may make and maintain one copy of the Software for backup and archival purposes, provided that the 
original and copy of the Software are kept in your possession. 


3. You may permanently transfer all your rights under this EULA, provided you retain no copies, you trans- 
fer all of the Software (including all component parts, the media and printed materials and any upgrades) and 
the recipient reads and accepts this EULA. 


RESTRICTIONS 
1. You may not delete or obscure any copyright, trademark or other proprietary notice on the Software or 
accompanying printed materials. 
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2. You may not decompile, modify, reverse engineer, disassemble or otherwise reproduce the Software. 


3. You may not copy, rent, lease, sublicense, distribute, publicly display the Software, create derivative works 
based on the Software (except to the extent expressly permitted in the Editor and End-User Variation section 
of this Agreement or other documentation accompanying the Software) or otherwise commercially exploit the 
Software. 


4. You may not electronically transmit the Software from one computer, console or other platform to another 
Or over a network. 


5. You may not use any backup or archival copy of the Software for any purpose other than to replace the 
original copy in the event it's destroyed or becomes defective. 


EDITOR AND END-USER VARIATIONS 

If the Software includes a feature that allows you to modify the Software or to construct new variations (an 
“Editor”), you may use such Editor to create modifications or enhancements to the Software, including the 
construction of new levels (collectively the “Variations”), subject to the following restrictions. Your 
Variations: (i) must only work with the full, registered copy of the Software; (ii) must not contain modifica- 
tions to any executable file; (iii) must not contain any libelous, defamatory or other illegal material, material 
that is scandalous or invades the rights of privacy or publicity of any third party; (iv) must not contain any 
trademarks, copyright-protected work or other property of third parties; and (v) may not be commercially 
exploited by you, including but not limited to making such Variations available for sale or as part of a pay- 
per-play or timesharing service. 


TERMINATION 

This EULA is effective until terminated. You may terminate this EULA at any time by destroying the 
Software. This EULA will terminate automatically without notice from the Company if you fail to comply 
with any provisions of this EULA. All provisions of this EULA as to warranties, limitation of liability, reme- 
dies and damages will survive termination. 


LIMITED WARRANTY AND DISCLAIMER OF WARRANTIES 
You are aware and agree that use of the Software and the media on which is recorded is at your sole risk. 
The Software and media are supplied “AS IS.” Unless otherwise provided by applicable law, the Company 
warrants to the original purchaser of this product that the Software storage medium will be free from 
defects in materials and workmanship under normal use for ninety (90) days from the date of purchase. 
The warranty is void if the defect has arisen through accident, abuse, neglect or misapplication. If the 
Software fails to conform to this warranty, you may at your sole and exclusive remedy, obtain a replacement 
P free of charge if you return the defective Software. Follow the Product Return Procedures described in the 
Manual. The Company does not warrant that the Software or its operations or functions will meet your 
requirements, or that the use of the Software will be without interruption or error. 


TO THE FULLEST EXTENT PERMISSIBLE UNDER APPLICABLE LAW, EXCEPT FOR THE 
EXPRESS WARRANTY SET FORTH ABOVE, THE COMPANY DISCLAIMS ALL WARRANTIES, 
EXPRESS OR IMPLIED, INCLUDING AND WITHOUT LIMITATION, THE IMPLIED WAR- 
RANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE AND NON- 
INFRINGEMENT. EXCEPT FOR THE EXPRESS WARRANTY SET FORTH ABOVE, THE COMPA- 
NY DOES NOT WARRANT, GUARANTEE OR MAKE ANY REPRESENTATION REGARDING THE 
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USE OR THE RESULTS OF THE USE OF THE SOFTWARE IN TERMS OF ITS CORRECTNESS, 
ACCURACY, RELIABILITY, CURRENTNESS OR OTHERWISE. SOME JURISDICTIONS DO NOT 
ALLOW THE EXCLUSION OF OR LIMITATIONS ON IMPLIED WARRANTIES, SO THE ABOVE 
EXCLUSIONS AND LIMITATIONS MAY NOT APPLY TO YOU. 


LIMITATION OF LIABILITY 


IN NO EVENT WILL THE COMPANY OR ITS EMPLOYEES OR LICENSORS BE LIABLE FOR ANY 
INCIDENTAL, INDIRECT, SPECIAL, CONSEQUENTIAL OR PUNITIVE DAMAGES, OR ANY DAM- 
AGES WHATSOEVER (INCLUDING, WITHOUT LIMITATION, DAMAGES FOR INJURY TO PER- 
SON OR PROPERTY, FOR LOSS OF PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS 
INFORMATION, LOSS OF PRIVACY, FAILURE TO MEET ANY DUTY AND NEGLIGENCE) ARIS- 
ING OUT OF OR IN ANY WAY RELATED TO THE USE OR INABILITY TO USE THE SOFTWARE, 
EVEN IF THE COMPANY OR AN AUTHORIZED REPRESENTATIVE OF THE COMPANY HAS BEEN 
ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. SOME JURISDICTIONS DO NOT ALLOW 
THE EXCLUSION OF LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE 
ABOVE EXCLUSION MAY NOT APPLY TO YOU. 


IN NO EVENT WILL THE LIABILITY OF THE COMPANY FOR DAMAGES WITH RESPECT TO THE 
SOFTWARE EXCEED THE AMOUNTS ACTUALLY PAID BY YOU FOR THE SOFTWARE. 


CHOICE OF LAW AND VENUE 
This EULA is governed by the laws of the United States of America and the State of New York, exclusive of 
its conflicts of law provisions. The exclusive venue for litigation regarding or arising from this EULA is 


New York County, New York and you agree to submit to the Jurisdiction of the courts of New York County, 
New York for any such litigation. 


MISCELLANEOUS 

If any provision or portion of this EULA is found to be unlawful, void, or for any reason unenforceable, 
it will be severed from and in no way affect the validity or enforceability of the remaining provisions of 
the EULA. 


This EULA constitutes the entire agreement between you and the Company regarding the Software and its use. 


Marketed and distributed by Atari, Inc., New York, NY. All trademarks are the property of their respective 
owners. 


© 2003 BIRD STUDIO/SHUEISHA, TOE! ANIMATION. Licensed by FUNimation Productions, Ltd. All 
Rights Reserved. Dragon Ball Z and all logos, character names and distinctive likenesses thereof are trade- 
marks of TOE! ANIMATION. All other trademarks are the property of their respective owners. Nintendo, 
Game Boy and the Game Boy Advance are trademarks of Nintendo. © 2001 Nintendo. 
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Register online today! 
it’s as simple as I, 2, 3! 
1. Go to www.gameregister.com 
2. Enter your game’s information 
3. Select a great offer 
Atari will not contact you without your express permission, and does not sell 


or share registration information. For more information about our privacy policy, 
visit http://www.us.atari.com/privacy policy.asp 


Atari, Inc., 417 Fifth Avenue, New York, NY 10016 USA 
© 2003 BIRD STUDIO/SHUEISHA, TOE! ANIMATION. Licensed by FUNimation Productions, Ltd. 
All Rights Reserved. Dragon Ball Z and all logos, character names and distinctive likenesses thereof are trademarks of TOE! ANIMATION. 


Receive exclusive game-related info or other special offers by registering online today! That's it. 


Part # 22698JCB 


All other trademarks are the property of their respective owners. Marketed and distributed by Atari, Inc., New York, NY. PRINTED IN USA 


